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To the Parents 


Very young children love the computer. Imagine how 
exciting it will be for your children to be able to play 
computer games on their own. 

These four multiple-level games were carefully 
designed to help accelerate your child’s ability to learn 
how to read. Through simple yet specifically targeted 
exercises your child will learn to match and classify 
objects by shape, color and size. All games are self- 
correcting which means that sounds and colorful graph¬ 
ics help to show why responses are right or wrong. And 
your child can operate these games alone because we 
have designed the picture menu and program to be 
easy for very young children. 

The team of educators and early child development 
specialists at Springboard Software has created 
MAKE a MATCH as another exciting program in our 
Early Games Series. 
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Getting Started...Let’s 
Load the Program 


Apple II +, lie, lie 

1. Insert the Early Games Make a Match disk into 
the disk drive. 

2. Turn on the computer and the monitor. 

Atari 

1. While the computer is OFF, insert the BASIC 
cartridge into place. (The Atari 600 XL and 800 XL do 
not require the BASIC cartridge.) 

2. Turn on the disk drive and insert the Make a 
Match disk. 

3. Turn on the computer and monitor. 

Commodore 64 

1. Turn on the disk drive, monitor and computer. 

2. Insert the Make a Match disk into the disk drive. 

3. Type LOAD “MAKE A MATCH” and press the 
RETURN key. 

4. When READY appears on the screen, type RUN 
and press the RETURN key. 

5. Your program will come up soon. 

IBM PC, PCjr 

This procedure should be used to make a disk which 
automatically runs when the computer is turned on or 
the CTRL-ALT-DEL keys are simultaneously pressed. It 
is assumed that you have already purchased the IBM 
Disk Operating System (DOS). Use of DOS 2.0 or 2.1 
requires 128K of memory. Use of DOS 1.1 requires only 
64K of memory. If you put DOS 2.0 or 2.1 onto the 
program disk, you will not be able to replace it with 
DOS 1.1 at a later date. (The PCjr requires 2.1 DOS.) 

Directions for preparing the program disk with either 
one or two disk drives are as follows: 
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One Disk Drive Procedure 

1. Insert the DOS disk into drive A and turn the 
power on. 

2. Enter the date and time. Wait for the A> prompt. 

3. Remove the DOS disk from drive A and insert the 
program disk. 

4. Type B:SETUP and press the RETURN key. 

5. Each time the system asks for the drive B disk, 
insert the program disk into drive A. Each time the 
system asks for the drive A disk, insert the DOS disk 
into drive A. 

After the final A) prompt, the program disk is ready for 
use as a self-loading disk. 

Two Disk Drive Procedure 

1. Insert the DOS disk into drive A and the program 
disk into drive B. 

2. Turn the computer on. Enter the date and time and 
wait for the A) prompt. 

3. Type B:SETUP and press the RETURN key. 

After a transfer of files, the program disk will be ready 
for use as a self-loading disk. 
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General Instructions 


Sound on/off 


On the Apple computer, pressing CTRL-A turns the 
sound on and off. 

The PCjr version will request which type of sound 
output you desire each time the disk is booted. 

The Commodore 64 sound comes out of your television 
and can be adjusted with its controls. 

To get a Word Menu for the four games: 

Press the CONTROL (CTRL) key and the W key 
simultaneously. 

To get a Word Menu of the Levels within each game: 
Press the CONTROL (CTRL) key and the L key 
simultaneously. 

To jump to a higher level of difficulty: 

Press the CONTROL (CTRL) key and the J key 
simultaneously. 
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An important feature of this program is the Picture 
Menu which enables children to select a game. It 
consists of a series of pictures representing each 
game. One at a time four pictures will come up on 
the screen, representing the four game categories. 

Match By Color 


Match By Shape 


Group By Shape 


Group By Size 
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When you see the picture of the game you wish to play, 
simply press any key! That begins the game. 

To exit any game and return to the Picture Menu: 

Apple 

Atari Press the ESCape key. 

IBM 

Commodore -Press any of the four large function keys 
on the right side of the computer. 

Each of the four games has many levels. When you 
press a key to enter a game, you will automatically 
enter at the lowest level of play. 

If you would like a different Level of Play within a game: 

1. You have to get to one of the four games mentioned 
in the Picture Menu. 

2. Press the CONTROL key and the L key 
simultaneously to get a Word Menu outlining the 
various Levels of Play. 

3. Select the Level of Play you want by pressing its 
corresponding letter and then the RETURN key. 

Here is an outline of the games and their levels. 
Remember, before you can choose the level, you 
must get to the general game. 
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Levels in Make a Match 


Make a Match was designed to move children forward 
to more difficult activities or to review material based on 
performance. We made the differences between levels 
very subtle so that the child that is not getting a lot of 
responses correct and is given review activities will 
not realize that he or she is not moving on to harder 
material. This makes even the slow learner feel suc¬ 
cessful. If the child is getting answers correct, the mate¬ 
rial becomes more challenging. This allows each indivi¬ 
dual to learn at their own rate and feel competent while 
doing it. The levels are differentiated based on the 
number of responses from which to choose and the 
degree of difficulty of the discriminations. In Grouping 
Games levels are also based upon the ability to gener¬ 
ate appropriate grouping strategies. Watch your child 
play for a few minutes and you will see the game 
changes automatically. 
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Matching Games 


Levels of Play 

Match By Color 

A. Match 3 basic colors 

B. Match 6 basic colors 

C. Match shades of green 

D. Match shades of blue 

E. Match shades of violet 

Levels of Play 

Match By Shape 

A. Match shapes (easy level) 

B. Match arrows (difficult) 

C. Match outlines (easy level) 

D. Match faces (easy level) 

E. Match divided boxes 
(easy level) 

F. Match reversible letters 
(easy level) 

G. Match shapes (difficult) 

H. Match arrows 

I. Match outlines (difficult) 

J. Match faces (difficult) 

K. Match divided boxes 
(difficult) 

L. Match reversible letters 
(difficult) 
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Grouping Games 


Levels of Play 

Group By Shape 

A. Circles (2 sizes) 

B. Squares (2 sizes) 

C. Triangles (2 sizes) 

D. “X” shapes (2 sizes) 

E. AII but “X” shapes 
(2 sizes) 

F. Circles (3 sizes) 

G. Squares (3 sizes) 

H. Triangles (3 sizes) 

I. “X” shapes (3 sizes) 

J. All but “X” shapes 
(3 sizes) 

Levels of Play 

Group By Size 

A. Two shapes 

B. Three shapes 

C. Two shapes, different 
sizes 

D. Three shapes, different 
sizes 
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Overview of Games 
Included 


Individual Games 


Concepts & Skills 
Presented 


Matching Games 

Match Colors 
Match Shapes 


■ Develops knowledge of 
same and different within 
a group of objects or 
drawings. 

■ Introduces primary, 
secondary and shades 
of colors. 

■ Introduces basic 
geometric shapes and 
develops discrimination 
and matching of shapes 
in varying degrees of 
similarity. 

■ Fine tunes discrimination 
and association abilities 
helping to develop read¬ 
ing-readiness skills. A 
child that learns to attend 
to shape, orientation and 
configuration at an early 
age will have an advan¬ 
tage when faced with 
decoding letters, words 
and symbols at a later 
age. 
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Grouping Games 

Group Shapes 
Group Sizes 


■ Develops discrimination 
skills and the concept 
of classifying objects 
according to common 
characteristics. 

■ Helps children to 
deduce what attributes 
distinguish sets of shapes 
and sizes in order to 
group them correctly. 

■ Offers experience in 
comparing and judging 
shape in two or three 
shape categories. 

■ Offers experience in 

comparing and judging 
size in two or three size 
categories._ 
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Playing the Games 


Matching Games 

Children make gross discriminations at the beginning 
of each game and are challenged with finer discrimina¬ 
tions as the game progresses. The level of difficulty is 
also a function of the number of objects in the array 
from which matches are chosen. 

Each matching game’s Picture Menu sequence 
visually explains how the game is played. The object 
to be matched will move automatically above each 
member of the comparison array. 

To choose the matching object, simply press any key 
when the object is directly above an object like itself. 

The computer will let you know whether or not your 
response was correct. If an error was made, the pro¬ 
gram will show you why you were wrong and give you 
another chance to respond to the same task. Should 
you continue to have difficulty with the exercise, the 
computer will illustrate the correct response for you. 
The computer will automatically return to an easier 
level if the exercises become too difficult. This allows 
for both success and review. Once you have mastered 
the easier levels of the game, press the CONTROL and 
J keys simultaneously to jump to more challenging 
exercises. 

Commands used on Matching Games: 

Press any key to select a match 

CTRL-J jumps over the easy part 

CTRL-S allows selection of playing speed 

CTRL-L allows selection of difficulty level 

ESC key recalls the Picture Menu 

(On Commodore use any of the four large function keys.) 
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Grouping Games 

These games are similar to the Matching Games in 
format and mode of response. The introduction visually 
explains how the game is played and the computer will 
monitor your responses in order to progress forward 
or review material as is necessary. As you advance 
through the exercises, the grouping tasks become 
more difficult. As is the case with Matching Games, 
all Grouping Games are self-correcting. 

Commands used on Grouping Games: 

Press any key to select a match: 

CTRL-J key jumps over the easy part 
CTRL-S allows selection of playing speed 
CTRL-L allows selection of difficulty level 
ESC key recalls the Picture Menu 
(On Commodore use any of the four large 
function keys.) 
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Helping the Young 
Learner 


An important skill to develop is the ability to identify 
similarities and differences between objects and colors. 
“Matching Games” develops these skills and provides 
meaningful activities on which to begin young learners 
and first-time computer users. The activities become 
more difficult in order to challenge the child but inter¬ 
acting with the computer is the same throughout the 
program. By keeping the response routine the same, 
children can concentrate on the task and not have to 
worry about the computer. The following suggestions 
will help young players use the computer more easily: 

1. When very young children first play computer 
games, they choose their answer and tend to look away 
from the screen before they push the keyboard or joy¬ 
stick. This means that by the time they push a key, the 
correct answer is no longer showing on the screen. In 
each of the games CTRL-S allows selection of playing 
speed. The standard pause time at which the games is 
set is 15. Watch your child play the game. If he or she is 
having difficulty choosing the correct response in the 
allotted time, select a speed which allows for more 
time...such as 50 or 60. You can set the pause time 
from 100 to 255 which provides between 1 to 25 
seconds to respond to the screen. 
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2. You may want to have your child point to the 
matching color or shape on the screen while you push 
the keyboard. This still develops discrimination skills 
and provides the child with reinforcement. We found 
that some two-year-olds have a hard time repressing 
the urge to push buttons all the time. However, they 
were able to make simple discriminations by pointing to 
the screen and were thrilled with the feedback from the 
computer when an adult or older sibling helped out. 

3. Make a Match was designed to be self-correcting, 
to show a child why a response is right or wrong. It is 
helpful to explain this feature to young children so they 
can benefit from it. 

4. Because of the many levels Make a Match pro¬ 
vides, it takes well over an hour for an adult to play all 
the games. Your child can play bits over a long period 
of time, thus making the playing life and interest level 
expanded. 
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Activities to Extend 
Learning on the 
Computer When 
Playing Either 
Matching or 
Grouping Games 


1. Watch your child play Make a Match and help select 
a speed (using CTRL-S, which allows for an appropriate 
response time. At first you will probably want to slow 
down the pause time until the child is comfortable play¬ 
ing the games. When you see your child waiting to push 
a button indicating a correct response, you may want to 
reduce the pause time to make the game more 
challenging. 

2. Verbalize what is displayed on the screen. For 
example, when your child is matching colors, label 
the colors on the screen. This will help develop and 
reinforce vocabulary. This should also be done when 
matching shapes, reversible letters, facial expressions 
and lines (fractions). In case you have forgotten what 
some of the shapes are called, we have included a 
Make a Match Dictionary for your reference. 


17 



Activities to Extend 
Learning in the 
Environment 


Matching Games 

1. When children are learning new vocabulary, they 
are able to recognize and point to the word before they 
are able to label it. Provide labels and have your child 
pick out the color or object that it represents. After they 
are able to do this consistently, then ask them to name 
the shape or color for you. 

2. By emphasizing similarities and differences you 
can use your home as a learning environment: sorting 
laundry, putting away silverware, organizing a tool 
chest, cleaning drawers, etc. 

3. Help your child fine tune size-matching skills using 
lots of containers and their lids. Putting on the lids is a 
good fine motor exercise, too. 

4. An old wallpaper sample book is an excellent 
source of matching materials. Another good source 
is wrapping paper with pictures of your child’s 
favorite characters or objects. (Stickers are another 
good source of pictures. These are available in 
most stationery stores.) Cut out at least two of each 
picture, glue onto heavy paper, cover them with 
contact paper and you can play games like 
Concentration and Find-a-Pair. 

5. Gather some objects from around the house, trace 
around them on a piece of paper, and have the child 
match the objects with their silhouettes. Try to label the 
silhouettes without the objects in view. 
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Grouping Games 

1. Grouping and classifying activities can help 
reinforce many concepts. In Make a Match the child 
learns to group by color, shape and size. You can make 
other grouping and classifying games at home. Using 
shoe boxes and a prototype object or picture for each 
box, have your child classify objects or pictures. Hard- 
soft, metal-not-metal, foods-non-edibles, hot-cold, etc. 
are all concepts that you can help your child develop. 

2. Have a treasure hunt. Mark a color or shape on a 
box and have your chlid look for things of that color or 
shape to put in the box. 

3. Make a color/shape scrapbook with a page for each 
color or shape. Cut and paste magazine pictures that 
match the color or shape that titles that page. This 
helps the child learn to classify objects under specific 
headings. 
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Make a Match 
Dictionary 


Equilateral Triangle-A three-sided figure with three 
equal angles. 

Right Triangle-A three-sided figure with one right 
(90 degrees) angle. 

Obtuse Triangle-A three-sided figure with one angle 
greater than 90 degrees. 

Rectangle-A four-sided figure with four right angles. 
Square-A rectangle with four equal sides. 

Trapezoid-A figure with two of four sides parallel. 
Parallelogram-A four-sided figure with opposite sides 
parallel and equal. 

Octagon-A figure with eight sides and eight angles. 
Circle-A closed, curved line always equidistant from the 
center. 

Ellipse-A closed curve that is a symmetrical oval. 
Crescent-The shape of a quarter moon. 


20 



Limited Warranty 


Springboard Software, Inc. warrants this software 
product against defects in manufacturing for a period 
of thirty days following purchase. If, during that period, 
you cannot properly load the program, you may return it 
together with proof-of-purchase date to Springboard for 
a replacement. After thirty days a replacement can be 
obtained by sending the original product and $5.00 to 
the manufacturer, provided that the software product is 
then being manufactured by the manufacturer. 

Returns should be sent to: Springboard Software, Inc., 
PO Box 35809, Minneapolis, Minnesota 55435. 

THIS LIMITED WARRANTY IS IN LIEU OF ALL OTHER 
WARRANTIES. ANY IMPLIED WARRANTIES, IN¬ 
CLUDING ANY WARRANTIES OF MERCHANTABILITY 
OR FITNESS FOR A PARTICULAR PURPOSE, WHICH 
ARE NOT SO EXCLUDED ARE LIMITED IN DURA¬ 
TION TO THE DURATION OF THIS LIMITED WAR¬ 
RANTY. THE MANUFACTURER IS NOT RESPONSI¬ 
BLE FOR ANY INCIDENTAL OR CONSEQUENTIAL 
DAMAGES CAUSED BY THE USE OF THIS SOFT¬ 
WARE PRODUCT, AND IN ANY CASE THE MANU¬ 
FACTURER’S LIABILITY FOR ANY CLAIM REGARD¬ 
ING THIS SOFTWARE PRODUCT IS LIMITED TO ITS 
PURCHASE PRICE. 

Some states do not allow limitations on how long an 
implied warranty lasts, so the above limitation may 
not apply to you. Some states do not allow exclusion 
or limitation of incidental or consequential damages, 
so the above exclusion may not apply to you. This 
warranty gives you specific rights, and you may also 
have other rights which vary from state to state. 

©1984, Springboard Software, Inc. 

7807 Creekridge Circle, Minneapolis 
Minnesota 55435. All rights reserved. 

Apple, IBM, Atari, and Commodore 64 are registered 
trademarks of Apple Computer, Inc., International 
Business Machines Corporation, Atari, Inc., and 
Commodore Electronics, Ltd. 


Springboard Software, Inc. 

7807 Creekridge Circle 
Minneapolis, MN 55435 
(612) 944-3912 (800) 328-1223 
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